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STORING INFORMATION ON THE HOST COMPUTER FOR ALLOWING THE SIMULTANEOUS 
PLAYBACK OF THE EVENT ON EACH OF THE CLIENT APPARATUSES 
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ALLOWING THE INFORMATION TO BE DOWNLOADED UTILIZING THE NETWORK FOR 
PLAYBACK AFTER THE SIMULTANEOUS PLAYBACK 
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CONNECTING A PLURALITY OF CLIENT APPARATUSES VIA A NETWORK 
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OVERLAYING MATERIAL DURING THE PLAYBACK OF THE EVENT BASED ON INPUT 
RECEIVED FROM AT LEAST ONE OF THE CLIENT APPARATUSES 
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CONNECTING A PLURALITY OF CLIENT APPARATUSES VIA A NETWORK, WHEREIN AN 
EVENT IS STORED IN MEMORY ON THE CLIENT APPARATUSES 
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SIMULTANEOUSLY PLAYING BACK THE EVENT ON THE CLIENT APPARATUSES UTILIZING 

THE NETWORK 
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RECEIVING A REQUEST FROM ONE OF THE CLIENT APPARATUSES DURING THE 
SIMULTANEOUS PLAYBACK TO BE INCLUDED IN THE SYNCHRONIZED EVENT 
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TRANSMITTING INFORMATION TO THE REQUESTING CLIENT APPARATUS UTILIZING THE 

NETWORK FOR IDENTIFYING A LOCATION IN THE MEMORY WHERE THE EVENT IS 
CURRENTLY BEING PLAYED BACK SO AS TO ALLOW THE SIMULTANEOUS PLAYBACK OF 
THE EVENT ON THE REQUESTING CLIENT APPARATUS 



506 



Figure 5 



CONNECTING A PLURALITY OF CLIENT APPARATUSES VIA A NETWORK 
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1 


r 


REQUESTING INFORMATION FROM A SERVER ON THE NETWORK UTILIZING THE 
APPLICATION PROGRAM, WHEREIN THE INFORMATION RELATES TO AN EVENT TO BE 
PLAYED BACK SIMULTANEOUSLY ON THE CLIENT APPARATUSES 
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RECEIVING A SCRIPT FOR DISPLAYING THE INFORMATION 
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QUEUING THE REQUEST IN MEMORY 
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CREATING AN OBJECT IN RESPONSE TO THE REQUEST, THE OBJECT ADAPTED TO 
PLAYBACK THE EVENT ON A CLIENT APPARATUS SIMULTANEOUS WITH THE PLAYBACK 
OF THE EVENT ON THE REMAINING CLIENT APPARATUSES UPON THE RECEIPT OF AN 

ACTIVATION SIGNAL 
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SENDING THE OBJECT TO ONE OF THE CLIENT APPARATUSES UTILIZING THE NETWORK 

FOR BEING STORED THEREIN 
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DETERMINING A CURRENT TIME, A START TIME WHEN AN EVENT IS TO START, AND A 
STOP TIME WHEN THE EVENT IS TO END 
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CALCULATING A LENGTH OF THE EVENT BASED ON THE START TIME AND THE STOP TIME 
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STORING A COMMAND IN MEMORY IF ANY PORTION OF THE LENGTH OF THE EVENT 
TAKES PLACE DURING A PREDETERMINED THRESHOLD PERIOD 
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CREATING A LOOP AT THE START TIME DURING WHICH A LAPSED TIME OF THE EVENT IS 

TRACKED 
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PROVIDING A PLURALITY OF EVENTS STORED IN MEMORY ON A PLURALITY OF CLIENT 

APPARATUSES, THE EVENTS EACH HAVING A UNIQUE IDENTIFIER ASSOCIATED 
THEREWITH AND STORED IN THE MEMORY, WHEREIN THE CLIENT APPARATUSES ARE 
ADAPTED TO BE COUPLED TO A HOST COMPUTER VIA A NETWORK 
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ASCERTAINING THE IDENTIFIER OF THE EVENT STORED IN THE MEMORY OF THE CLIENT 
APPARATUSES UTILIZING THE NETWORK 
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COMPARING THE IDENTIFIER WITH AN IDENTIFIER OF A SCHEDULED EVENT 
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BEGINNING THE PLAYBACK OF THE EVENT ON EACH OF THE CLIENT APPARATUSES IF 
THE COMPARISON RENDERS A MATCH 
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IDENTIFYING A TYPE OF THE PLAYBACK DEVICE OF EACH OF THE CLIENT APPARATUSES 
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LOOKING UP A COMMAND ASSOCIATED WITH THE IDENTIFIED TYPE OF THE PLAYBACK 

DEVICE 
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SENDING THE COMMAND TO THE CORRESPONDING CLIENT APPARATUS FOR BEGINNING 
THE PLAYBACK OF THE EVENT SIMULTANEOUSLY WITH THE PLAYBACK OF THE EVENT 
ON EACH OF THE REMAINING CLIENT APPARATUSES 





1004 



Figure 10 



Step 1: Create Layer Factory 




2. Create Bu&indss 



1. Check Event 



DBConnect 



Lay| r 



Business_Layer. exe 



3. Create Components 



Layer Factory 
(COM) 




DATABASE SERVER 



WEB SERVER 



Figure 11 



hi 



Step 2: Process Users Request 



D 


JavaScript 


► 


Applet 1 






1 


JavaApplet 











DVD Command 




Client Machine 



Store/Retrieve Reque* 



LayerFactory (DCOM) 
(Business_Layer.exe) 



Get Information 



WEB Server 



Figure 12 



IBusinessLayer (DCOM) 


1 * 


DBConnect 


(Layerlmpl.exe) 









DB Server 




Figure 13 



Layerlmpt Component 



1400 







CpMlnitalize^i 



|^^MIn!t?aUzer{) 



ifp proxy 41 Bu &ines Vjl ay^e^ E^rU^j 




rflkni V h E v e ht r *S AN bile 



j ;r lay erthreadf 



j^tartTji realty 



Figure 14 




Figure 15 





1600 



D BC onnector Component 



grn|c,hapterv:iC String^ 



\ 



\ 



I^Ev^ntNahrt^CStHrig^f 
im^Sta rlXim;e|:iC?Tim-e;^Mw; 
fitmWDypc o mm *a n <1 ? *5 rttfrih'ni&J 



-p^CP^odehCap'ab^ 



|%eVLnextbvbc'om 

fi&g e i t »c b m m a n Id S ta rtTlm e( ) 

f^iu t vcb m m an'dS ta hfim,eQ*j j H 





Figure 16 





1700 



..,~'~"ljis 

frTaroefo«sBafe 



iHolclina4tiread 



m 



I 



->r 



! 



LJ 
I 
I 



Is elapsed time in threshold 

j_ I 

k- — i ! 



4: no: come back later 



tr 



• ! 

I 



i r 

return request to the user 

_U= L 



tr 



yes 

-4— 



6: thread don 



-t- 



Figure 17 



1800 



i^PI extention^gi |ffi$Serverj|^ 



1 1: Begin Process | 




3: ChooseConnector 
>Hi 



6: Compare Time | 

i *d 



I 7: ConnectLater 

ifZ 



u 



h 

8: WaitForEvent 



9: RetrieveStartPlayEvent 



I 

I 10: Send Event I 



v 



4: ChooseDBConnector 

i 



i V 
5: ChooseRealConnector 



I 



Figure 18 




1900 



S^chronlzerflSA; 



1 : PlayEncoded 



i<~ 



6: Retry later 



l<" 



9: PlayDVD 



u 



I 

nvoke HTTP Thread 

>r L i 



3: BroadcastVideoEvents 





IT 



5: Retry later f f^ 



4: Retry later 



i 



! i 



! i 



7: playposition 

< 



IT 



8: Time play 



Figure 19 



